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Scenery plays an extremely important role in films and TV serials. The scenery 
could help to express the plot of movies and TV serials as well as character’s 
personality. With the rapid development of computer science, currently, most big 
scenery in the all movies and TV serials are created by computer graphics technology. 
Since the computer graphics technology is effective in creating sceneries, it prevents 
filming from limiting by environmental conditions and provides the possibility of 
repeat adoptions. Its advantages, such as low cost, have enabled it to replace the 
traditional big scenery filming. The computer graphics technology shall enjoy the 
better development in the future. 
This dissertation, based on creating the 3-D project of Cities in 23rd Century, 
explains the complete process of creating the city according to original picture as well 
as building and expressing the whole scenery in computer graphics. This paper firstly 
introduces the basic theories for scenery designs and the computer graphics 
technology’s influence in creating the scenery. Secondly, it introduces the project 
background and the process of creating original pictures; thirdly, it introduces the 
process of creating scenery, including model establishment, grain setting, lighting 
adjustment, coloring and integrating it to real scenery in the post production. 
This dissertation, based on the function of scenery and scenery design theories, 
analyzes the meaning and advantage of computer graphic scenery. In addition, based 
on the project of Cities in 23rd Century, it researches into the theoretical basis, 
creating methods and solutions in the process of creating complete scenery. Finally, 
this paper summarizes the project and puts forward expectation to the development of 
computer graphics technology in the future.  
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